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ABSTRACT 
 
The objective of this research is to find out whether or not the use of Word 
Search Game can improve the vocabulary of the eighth-grade students at 
SMP Negeri 6 Palu. The researcher used an intact group design. The 
population of this research is the eighth-grade students of SMP Negeri 6 Palu 
that consisted of 10 classes. Purposive sample technique was applied to select 
the experimental and control group consisted of 30 students. In this research 
design, only post-test was given to the experimental group and control group 
after giving the treatment. The instrument of this research is a test. There are 
matching word, filling the blanks, and an essay. In analyzing the data, the 
researcher uses statistical analysis to count the students’ score by applying the 
formula. The finding of mean score of post-test in the experimental group is 
89.4 while the control group is 83.1. The result of the data analysis shows that 
there is a difference between the result of the experimental group and the 
control group. By applying two-tails test at 0.05 level of significance with 58 
degrees of freedom (df) or Nx+Ny-2 = 58, the result of tcounted (2,97) is greater 
than the ttable (2,01). It is concluded that the hypothesis is accepted. In other 
words, the use of Word Search Game can improve the English vocabulary of 
the eighth-grade students at SMP Negeri 6 Palu. 
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Tujuan dari penelitian ini adalah untuk mengetahui apakah penggunaan 
Permainan Pencarian Kata dapat meningkatkan kosa kata siswa kelas VIII di 
SMP Negeri 6 Palu. Peneliti menggunakan desain kelompok utuh. Populasi 
dalam penelitian ini adalah siswa kelas VIII SMP Negeri 6 Palu yang terdiri 
dari 10 kelas. Teknik purposive sampel dilakukan untuk memilih kelompok 
eksperimen dan kontrol yang terdiri dari 30 siswa. Dalam perancangan 
penelitian ini, hanya post-test yang diberikan kepada kelompok eksperimen 
dan kontrol setelah memberikan perlakuan. Instrumen penelitian ini adalah 
sebuah tes tertulis. Di antaranya pencocokan kata, mengisi jawaban yang 
dikosongkan, dan sebuah esai. Dalam menganalisa data, peneliti 
menggunakan analisis statistik untuk menghitung nilai siswa dengan 
menggunakan rumus. Temuan nilai rata-rata post-test pada kelompok 
eksperimen adalah 89,4 sedangkan kelompok kontrol adalah 83,1. Hasil 
analisis data menunjukkan bahwa terdapat perbedaan antara hasil kelompok 
eksperimen dan kelompok kontrol. Dengan menerapkan uji dua digit pada 
tingkat signifikansi 0,05 dengan 58 derajat kebebasan (df) atau Nx + Ny-2 = 
58, hasil tcounted (2,97) lebih besar daripada ttabel (2,01). Disimpulkan bahwa 
hipotesis dapat diterima. Dengan kata lain, penggunaan Permainan 
Pencarian Kata dapat meningkatkan kosa kata bahasa Inggris siswa kelas 
VIII di SMP Negeri 6 Palu. 
 
Kata kunci: Meningkatkan; Kosakata; Permainan Pencarian Kata 
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INTRODUCTION 
Vocabulary is one of the language components that should be learned by students. It 
is very important for communication. If people have less vocabulary, they will not 
understand what other say. According to Hunt and Beglar (2002:255), “Vocabulary is the 
core component of language proficiency and provides much of the basis for how well 
learners speak, listen, read, and write:” Vocabulary is needed to improve the four language 
skills listening, speaking, reading and writing. According to Hornby (1995: 1331), 
“Vocabulary is the total number of words in a language; all the words known to a person or 
used in a particular book, subject, etc; a list of words with their meaning, especially one that 
accompanies a textbook.” 
This research focused on the use of Word Search Game to improve students’ 
vocabulary. The vocabulary is limited to nouns and verbs of the eighth grade of SMP Negeri 
6 Palu. When learning about vocabulary, it’s also concerned to the part of words speech that 
is learned. The parts of speech are a list or group of classification of words in all language. 
It means that all words are located in their own classes or group of words. Each word is 
categorized into noun, verb, adjective, adverb, preposition, conjunction, and interjection. 
Those definitions show that vocabulary is the first element that the English learners 
should learn in order to master English well beside the other English components and skills. 
Based on the statement, vocabulary becomes essential for the students because it helps them 
to make a sentence or writing in a paper about English. Without learning vocabulary they 
could not make a conversation with native speakers.  
In language learning process, vocabulary takes place in building the language 
proficiency. The students need lots vocabulary because vocabulary has an important role in 
communication using target language. 
Vocabulary is the most important aspect in learning language because students need 
to know which words to be used both in speaking and writing. Besides, they must also 
understand the meaning of words in which they get from listening and reading. So, they get 
a new vocabulary with four ways to improve their daily activities.  
Due to the assumption above, the researcher defines vocabulary as part of 
components and skills to support them as knowledge of words and words meaning in both 
oral and printed language and in productive and receptive forms. 
Based on curriculum 2013, the eighth-grade students need to practice making simple 
present sentences contain nouns and verbs. The simple present sentence is one of the 
sentence patterns in English. The simple present sentence is used to describe habits, general 
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truths, and situations. The researcher chooses a simple present in an affirmative sentence 
with a habitual and factual situation.  
However, sometimes teaching vocabulary is ignored during the teaching and 
learning English, because some of the teachers just give to the students’ material without 
explained more about that. If it is taught, most teachers implement lack of appropriate 
teaching techniques and media. As a result, there were some common problems that were 
faced by the students in learning their vocabulary. First, the students did not know the 
words, spelling, and meaning when they learned the English language in the classroom. 
Second, the teachers have less creativity when teaching English. Usually, they just 
explained the material without any media or things in the classroom, so the students did not 
active in the classroom. Third, the uses of media and method are not appropriate for the 
situation. Media and method are important in English learning process. Media and method 
help them to understand the teacher’s explanation easily and make the students interested in 
learning more English, especially vocabulary. When the researcher had a Practice Teaching 
(PPL) in SMP Negeri 6 Palu, the researcher observed the eighth-grade students and found 
that most of the students had a relatively poor vocabulary and were lazy to learn English 
because they did not interested with the media. 
According to MacKenty (2006:46), state “It’s the act of problem solving that makes 
games so engaging… devoid of challenge or risk of failure, games really aren’t all that 
much fun.” On the contrary, Schrand (2008:81), state “The powerful capabilities of 
interactive multimedia is a games (or activities), where the students work together as a class 
to categorize information in charts by moving facts, so they just rest in the appropriately 
labeled columns.” Revising these types of games and activities can help with reiterating 
important information for students. Both of statements about games activities from 
(MacKenty, 2006:46 and Schrand, 2008:81) tend to show learning benefits because of the 
active learning components that are present in each.  
According to Allen (1983:52), state “Game is helpful because they can make 
students feel that certain words are important and necessary, because without those words, 
the object of the game cannot be achieved.” In other words, game can bring the way of 
thinking about material in a process learning English vocabulary. That is why, the uses of 
games to teach the students vocabulary is suggested, because games will help the students 
relaxing and enjoyable in learning process. 
The importance of the game in teaching vocabulary is games can be found to give 
practice in all skills and components of language and can be used for different types of 
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communication. Teaching vocabulary helps the students understand and communicate with 
others in English. According to Wilkins (1972:111–112), state “…….While without 
grammar very little can be conveyed, without vocabulary nothing can be conveyed.” This 
point reflects my experience with different languages, even without grammar, with some 
useful words and expressions, I can often manage to communicate. So, the most important is 
the students know the vocabulary as much as possible in learning process. 
Based on the explanation above, Fauziati (2005: 130), state “That game is one of 
activities which can help to create dynamic, motivating classes.” In other words, game as 
media can make the students active and motivated in the classroom. The essence and core of 
the game are fun and exciting. However, one example of an effective pedagogy is present in 
the use of external notebooks and learning logs that can accompany the game-play. 
Word Search Game has many advantages in improving vocabulary. This advantage 
is not only for the teacher but also to the student. To teacher, this media can help them to 
explain more about the material. In addition, the teacher can know how far the material can 
be understood by the student. To students, it can make them understand of their materials.  
The procedures of Word Search Game have been modified by Munawaroh (2013:1): 
First, the teacher gives clear instruction to explain the game's rules. Second, the teacher 
gives an example of playing the games. Third, the students focus on the teacher instruction. 
Fourth, the teacher gives the Word Search Game and ask the students to arrange the words. 
Last, teacher gives 20 minutes to finish their work, then the students discuss together.  
Word Search Game is a word game that is letter of a word and the form may be 
horizontally, vertically or diagonally. The objective of this game is to find and mark the 
entire letter of words in the table. This game can help the students to know and understand 
new vocabulary. The students can get a word from that letters by searching and forming 
based on certain category, then analyze the words from the table. Word Search Game can 
improve vocabulary for students by searching and analyzing some words in the table with 
random words. 
RESEARCH METHOD 
In conducting this research, the researcher used intact group design consists of two 
groups which are the experimental group and the control group. The characteristic of this 
design is no pre-test. In intact group design, both experimental group and control group got 
post-test. This research is conducted based on the following research design proposed by 
Hatch & Farhady (1982:21), as follows:  
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𝐺1         𝑋         𝑇2
𝐺2                     𝑇2
 
  
Where: 
G1= Experimental group 
G2= Control group 
T2 = Post-test for experimental/control group 
X = Treatment 
The population is the whole object. The researcher chose the eighth-grade students 
of SMP Negeri 6 Palu as the population. The total number of population in the ten classes is 
289 students. They are from VIII A to VIII J. 
The sample is a part of a population which is selected by the researcher to be the 
object of the research. In this research, the researcher chose a purposive sampling technique 
in selecting the sample. And then, there are class VIII A and VIII B as a sample. 
Variable is a number that can change. Based on the title of this research, the 
researcher found out two variables. They are dependent variable and independent variable. 
The dependent variable is use of Word Search Game while the independent variable is 
improving the students’ vocabulary of the eighth-grade.  
In conducting this research, the researcher used the test as the instrument of the 
research. The test is the main instrument of this research. The test is the tool to collect the 
data relating to the vocabulary of students. It is used to collect the data related to the 
vocabulary of the students. In this research, the researcher used only post-test. The post-test 
was given to the control group and the experimental group after giving treatment. The 
purpose is to find out whether Word Search Game is useful to improve students’ vocabulary 
or not and to measure the students’ achievement after the treatment.  
The researcher taught vocabulary to the experimental group by Word Search Game. 
The treatment was given to the students for eight meetings. Then, the researcher explained 
the material firstly, and then the researcher directed the students to applied Word Search 
Game as media, depending on the topic of each meeting. 
FINDINGS 
To get the main data, the researcher analyzed the data obtained from the post-test 
conducted to the experimental group and the control group. The researcher is measuring the 
use of Word Search Game in improving the vocabulary of the eighth-grade students and 
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finding some differences between them. The treatment had been completed in eight 
meetings. Each meeting lasted for 45 minutes. The researcher used intact group where there 
are two classes; an experimental and a control group; VIII A and VIII B. The researcher 
analyzed the data by using the formula. In this research, the researcher focused on how the 
use of Word Search Game can improve students’ vocabulary.   
There are 30 students that took the test. The result shows that the greatest score of 
the test is 89.4 in experimental group after conducting treatment and the lowest is 83.1 in 
control group. Both of the tests consisted of three kinds of test which are matching word, fill 
in the blank and essay. 
The researcher gets the standard score in an experimental group on post-test by 
analyzing the students’ obtained score, maximum score on exercise, and maximum standard 
score on the post-test. Example, students RFP obtains individual’s score on the post-test is 
38, and divided by a maximum score on the post-test is 45, then times with the maximum of 
standard score is 100. After that, the researcher gets the result of students’ individual 
standard score in an experimental group on the post-test, his standard score is 84. For more 
detailed of the complete students’ standard scores in an experimental group can be seen in 
Table 1 
Table 1. The Experimental Group’s Score  
No Initials Obtained 
Score (0-45) 
Standard Score 
(0-100) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
RFP 
BA 
MY 
ANN 
NAA 
AV 
NAM 
AM 
GF 
SAA 
TG 
MA 
FR 
OSL 
AR 
MMS 
YFP 
NLP 
FO 
AN 
NA 
38 
43 
41 
36 
34 
41 
45 
38 
37 
39 
41 
41 
42 
43 
32 
42 
39 
40 
43 
44 
43 
84 
95.6 
91 
80 
75.6 
91 
100 
84 
82 
86.7 
91 
91 
93 
95.6 
71 
93 
86.7 
88.9 
95.6 
97.8 
95.6 
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22 
23 
24 
25 
26 
27 
28 
29 
30 
MF 
FO 
NNSL 
RAP 
AA 
NWESH 
RR 
VA 
DWS 
40 
44 
36 
40 
30 
44 
42 
45 
45 
88.9 
97.8 
80 
88.9 
66.7 
97.8 
93 
100 
100 
 Total Score 1208 ∑x = 2682 
After that, the researcher calculated the mean score of the experimental group by 
dividing the total students’ standard score and the number of the students. The researcher 
gets the main score of the post-test in the experimental group is 89.4. After the researcher 
gets the standard score in an experimental group on the post-test with count all the students’ 
obtained score, maximum score on exercise, and maximum standard score on the post-test, 
it is time to the control group’s score on the post-test, how to get the students’ standard 
score. Same as Table 1 above, for example, the students’ initial TA obtains individual’s 
score in a control group on the post-test is 14, and divided with the maximum score is 45, 
then times with the maximum of standard score is 100. Therefore, the students’ standard 
score is 31. For more detailed of the complete students’ standard scores in a control group 
can be seen in Table 2 
Table 2. The Control Group’s Score 
No Initials Obtained 
Score (0-45) 
Standard Score 
(0-100) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
TA 
DD 
AS 
AA 
AJ 
LFW 
WF 
MZ 
ER 
MA 
GAL 
PD 
MM 
AK 
AN 
AP 
MR 
ER 
RI 
AR 
14 
35 
36 
36 
39 
42 
32 
38 
45 
44 
40 
42 
36 
40 
41 
40 
45 
36 
33 
35 
31 
77.8 
80 
80 
86.7 
93 
71 
84 
100 
97.8 
88.9 
93 
80 
88.9 
91 
88.9 
100 
80 
73 
77.8 
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21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
MH 
YI 
MF 
ANN 
DA 
GM 
RY 
RPP 
FR 
MA 
35 
37 
40 
36 
38 
36 
36 
37 
44 
35 
77.8 
82 
88.9 
80 
84 
80 
80 
82 
97.8 
77.8 
 Total Score 1123 ∑x = 2493 
The researcher computed the individual score in control group by using the same 
formula. Then, dividing the total standard score by the number of the students, the 
researcher got the mean score of post-test in the control group 83.1. The finding of mean 
score of post-test in the experimental group is 89.4 while the control group is 83.1. Having 
computed the mean scores in both experimental group and control group, the researcher gets 
the students’ individual standard scores on the post-test and the mean scores, how to get the 
deviation scores of the students. For example, students’ RFP obtains the individual standard 
scores of 84, and minus the mean scores on the post-test in an experimental group is 89.4. 
Therefore, RFP’s deviation score of post-test in an experimental group is -5.4. For more 
detailed of the complete students’ individual deviation scores in an experimental group can 
be seen in Table 3 
Table 3. The Deviation of Post-Test in Experimental Group 
No Initials Post-Test Deviation 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
RFP 
BA 
MY 
ANN 
NAA 
AV 
NAM 
AM 
GF 
SAA 
TG 
MA 
FR 
OSL 
AR 
MMS 
YFP 
NLP 
FO 
84 
95.6 
91 
80 
75.6 
91 
100 
84 
82 
86,7 
91 
91 
93 
95,6 
71 
93 
86,7 
88 
95,6 
-5.4 
6.2 
1.6 
-9.4 
-13.8 
1.6 
10.6 
-5.4 
-7.4 
-2.7 
1.6 
1.6 
3.6 
6.2 
-18.4 
3.6 
-2.7 
-1.4 
6.2 
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20 
21 
22 
23 
24 
25 
26 
27 
28 
29 
30 
AN 
NA 
MF 
FO 
NNSL 
RAP 
AA 
NWESH 
RR 
VA 
DWS 
97,8 
95,6 
88 
97,8 
80 
88 
66,7 
97,8 
93 
100 
100 
8.4 
6.2 
-1.4 
8.4 
-9.4 
-1.4 
-22.7 
8.4 
3.6 
10.6 
10.6 
The researcher determined the mean squared deviation score of the students in 
experimental group by using formula proposed by Hatch and Farhady (1982:55). Finally, 
the researchers obtain the deviation score by adding the mean score of post-test and result is 
2.106.19. After counting the deviation score and squared deviation in an experimental 
group, the researcher obtain that the value is 8.52. After that, the researcher gets the 
deviation score on the post-test in an experimental group. Example, the students’ with initial 
name TA obtains the individual standard score of 31 on the post-test. And then, minus the 
mean score on the post-test in a control group is 83.1. Therefore, the students’ deviation 
scores of the post-test in a control group which is -52.1. For more detailed of the complete 
students’ deviation scores in a control group can be seen in Table 4 
Table 4. The Deviation of Post-Test in Control Group 
No Initials Post-Test Deviation 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
TA 
DD 
AS 
AA 
AJ 
LFW 
WF 
MZ 
ER 
MA 
GAL 
PD 
MM 
AK 
AN 
AP 
MR 
ER 
RI 
AR 
MH 
31 
77.8 
80 
80 
86.7 
93 
71 
84 
100 
97.8 
88.9 
93 
80 
88.9 
91 
88.9 
100 
80 
73 
77.8 
77.8 
-52.1 
-5.3 
-3.1 
-3.1 
3.6 
9.9 
-12.1 
0.9 
16.9 
14.7 
5.8 
9.9 
-3.1 
5.8 
7.9 
5.8 
16.9 
-3.1 
-10.1 
-5.3 
-5.3 
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22 
23 
24 
25 
26 
27 
28 
29 
30 
YI 
MF 
ANN 
DA 
GM 
RY 
RPP 
FR 
MA 
82 
88.9 
80 
84 
80 
80 
82 
97.8 
77.8 
-1.1 
5.8 
-3.1 
0.9 
-3.1 
-3.1 
-1.1 
14.7 
-5.3 
After dividing the mean square deviations score of the students in control group by 
adding the mean score of post-test. Hence, the result is 1841.44. After counting the 
deviation score and square deviation in control group, the researcher obtain the value is 
7.96. After computing the deviation and square deviation, the researcher counted the 
standard error of the differences between two means of both groups. The aim is to measure 
tcounted which has a function to prove that the variables this study had a relationship and the 
independent of this research had a consequence to the dependent variable. The researcher 
found the value is 2.12. Thus, the researcher calculated tcounted by using the pattern from 
Hatch and Farhady (1982:111). The value of tcounted is 2.97. 
In the testing hypothesis of this study, there are two criteria intended to show that the 
use of Word Search Game can improve vocabulary of the eighth-grade students’ in SMP 
Negeri 6 Palu. Firstly, the hypothesis is accepted or there is an influence on the students’ if 
the tcounted is greater than the students’ ttable, the hypothesis of this research is rejected. It 
means that the treatment which is given to the students is not effective in teaching 
vocabulary. 
Having computed all of the data, the researcher tested the tcounted with the ttable. The 
researcher applied 0,05 level of significance proposed by Best (1981:42) where (df) Nx + 
Ny – 2, (df) 30 + 30 – 2 = 58. In fact, there is no 45 in the table, thus the researcher applied 
interpolation computing in order to find out the ttable. Therefore, the researcher found that the 
ttable is 2.01. After getting the ttable, it is time for the researcher to test the hypothesis of his 
research by comparing the values of tcounted and ttable. The value of tcounted is 2.97 while the 
ttable is 2,01. Therefore, it could be concluded that the research is accepted because the tcounted 
value is greater than ttable. It meant that the use of Word Search Game can improve 
vocabulary of the eighth-grade students at SMP Negeri 6 Palu. 
DISCUSSION 
The researcher would like to discuss some findings from this research. The 
researcher conducted treatment for eight meetings to an experimental group. The treatment 
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that was applied was Word Search Game as media which is appropriate with the students’ 
level. The researcher explained how to find the word by using a picture in Word Search 
Game. Then, the researcher told the students how to do the exercises. The students found 
the word with the picture as a clue for fifteen to twenty minutes before answering the 
exercises. Having done the exercises, the researcher discussed the correct answer with the 
students. The researcher provided about three kinds of exercises. In each meeting, the 
researcher gives exercise to the students. The exercises were matching words, filling the 
blanks, and essay. The researcher focused on how to find the word with a picture as a clue. 
The researcher found that all of the students got difficulties in answering the exercises at the 
first meeting. Then, after conducting the treatment two until eight meetings, the students 
understand how to answer the exercise correctly. 
Furthermore, the post-test was held after the students in the experimental group were 
given the treatment about eight times. The result of the post-test in an experimental group 
shows that 25 of 30 students could pass the minimum of standard achievement or got ≥ 65 
while the result in control group was only about 4 students passed it. From the result, the 
researcher concluds that Word Search Game as media can improve students’ vocabulary. 
Word Search Game is effective to improve vocabulary. It is because Word Search Game can 
encourage the students to study vocabulary more actively, effectively and enthusiastically.  
Furthermore, there are some disadvantages faced by the researcher in applying Word 
Search Game as media. At the first meeting, there were several students’ who are lack of 
vocabulary while doing the exercises because they did not have basics in elementary school 
to remembering the vocabulary. They did not know the word, spelling, and meaning when 
they learned the English language in the classroom. They also did not know the use of the 
word verbs and nouns in making a sentence. 
The advantages of Word Search Game that the researcher found is: the students 
enjoyed the teaching and learning process because they learned with another method of 
teaching. The students can find the words with a different picture. This media can help the 
teacher to explain more about the material. Then, the teacher may know how far the material 
can be understood by the student. To students, it can make them understand of their 
materials.  
Referring to the fact of the findings above, the researcher relates the finding to the 
previous studies done by Astutik (2015) and Jannah (2011). Both researchers had proven 
that Word Search Game could improve the students’ vocabulary. The result of the research 
showed that the students’ scores have increased when implementing Word Search Game in 
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the classroom. As the result, the researcher got the mean score of post-test in the 
experimental group is 89.4 while the mean score of post-test in the control group is 83.1. It 
means that the students’ scores in an experimental group is greater than the ones in a control 
group. From the explanation above, it can be concluded that using Word Search Game is 
effective in this research. After seeing the result, the teacher can use this method as an 
alternative way of teaching English, especially in teaching vocabulary. 
CONCLUSION  
Having computed all of the data, the researcher concludes that the students’ 
achievement in vocabulary by using Word Search Game in the experimental group is 89.4, 
while the students’ achievement in a control group without treatment is 83.1. It can be 
proved by comparing the value of tcounted and the value of the ttable. The value of tcounted is 
(2.97) while the value of ttable is 2,01. It can be proved that the tcounted is greater than ttable.      
Based on this research finding, there is a significant difference in students’ 
vocabulary between the experimental group and the control group. It means that the use of 
Word Search Game could improve vocabulary of the eighth-grade students of SMP Negeri 6 
Palu. Therefore, the hypothesis is accepted. 
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